Play AT THE BEGINMING OF COMBAT,
Your Party attacks first, as if you had
drawn an ACE for each Player's
Intiative. Intiative order is resolved
normally by your Party. After your party
has attacked, your opponent may then
act.

AND STAY DEADI

PLAY AT ANY TIME. You may look at a
player's hand. That player must dizcard
up to two Adventure Cards of your
choice.

PLAY AT ANY TIME QTHER THAM
DURING COMBAT. All players receive 1
Bennie. This Bennie must be used during
their turn or lost. After each player has
performed actions, EVERY player can
attack once as a free action.

PLAY AT ANY TIME. Y¥ou can choose
any Adventure Card in play and use it
immecliately on your Character. The
effects are lost at the end of your turn
regardles of what is stated onthe
ADventure Card.

PLAY OM A CHARACTER AT THE
START OF COMBAT. The Character
gains a +3 in Shooting during this
Combat Round.

BAMBOOELED!

PLAY IMMEDIATELY AFTER A PLAYER
SPEMDS A BEMMNIE. The Bennie is lost
and has no effect. Place a Bennie into

wour pool.

PLAY IMMEDIATELY AFTER YOUR
CHARACTER WOUNDS ANOTHER
CHARACTER. Your Character may

immediately Attack the wounded
Character again. This is considered a
free action.

BLOOD [(5T

You may perform an extra attack action

this turn. Do not choose the target of the

second attack until after the first attack
resolves.

PLAY AT ANY TIME AN OPPOMENT
ATTEMPTS TO PERFORM ANY ACTION
DURIMNG THEIR TURN. The Character
springs a trap and immecdiately receives
a wound. This cannot be negated.




PLAY AT ANY TIME. Until your next turn,
neither your Cards or Bennies may be
manipulated by any other player.

CHARGE

PLAY OM A ANY CHARACTER IN
COVER. The affected warrior may
immediately exit cover and attack at +2
to Fighting and Shocting. After the
attack, the affected Character remains
out of cover.

CHAsm!

PLAY AT ANY TIME. Only Shocting
attacks may be made urtil te beginning
of your next turn. This instantly ends
Fight attacks.

PLAY OM AMY PLAYER AT ANY TIME.
Allthe affected player's Party must seek
the closest cover and remain there until
the combat round ends.

PLAY ON ANY WARRIOR BEHIND
COVER AT ANY TIME. That character
loses any henefit that cover may have

provided urtil the t)eginning of your next
urn.

PLAY AT ANY TIME. You may search
through the Adverture Deck and put
one card into your hand.

PLAY AT ANY TIME. All Characters
immecliately receive a wound.
Characters already wounded are
unaffected. If the wound would kill &
Character, it has no effect.

Bennies may be exchanged among all of
your party. Any surplus Bennies must
be spert by that player by the beginning
of that player's turn, or are removed
from that player.

PLAY AT ANY TIME. You may
immediately force any player to remove
one Adverture card in play. For every 1

Bennie, you may remove an acdditional
Adverture card in play.




EVASIVE JCTION

PLAY ON ANY PLAYER DURTNG
COMBAT. The affected plaver gains +2
to AGILITY for the remainder of this
combat round

PLAY ON ANY TEAM AT ANY TIME. Al
Characters bel

ongng to the same Team
misst halve their Fighting, ;
Wigor (rounded up to the nearest die

type) untd the beginning of your next

turn.

PLAY WHEN A CHARACTER FIRES A
WEAPON. The weapon explodes,
attacking the user. Resolve the attack

no Baoth the attacker and the
defender take damage, After damage is

resolved for this attack, the weapon is

PLAY ON AMNY CHARACTER AT ANY
TIME THEY PLAY AN ADVENTURE
CARD. Y'ou may reassign the Action
card to any ciher Character of your
choice. The Adverture Card no longer
targets the original recipient,

GIVE THIS CARD TO ANY PLAYER. The
Character gets +2 Toughness and -2 to
Shooting

Character cannct make a
Fighting action but may be attacked by

ane. This card may be given 1o a
different Player as thewr action.

FRA

PLAY ON ANY PLAYER AT ANY TIME.
Affected player boses 1 Bennie for
every Benni2 you spend.

GIFT OF FATE

PLAY AT ANY TIME DURING vOUR

TURM. Place any discarded Adventure

Card in your hand. You may also spend
1 Bennie to ret%r:r; gecond to your

PLAY ON A WARRIOR. The Character's

it ] FLAY AT AMY TIME. Only Fighting

epponent can not use their Fighting skil atiacks may be performed unti the
for the remainder of this combat beginning of your next turm. This

instanily ends any Shooting attacks




HIDDEN IN THE SHADOWS

FLAY OM ANY Player AT ANY TRAE.
The affected Character gains +3 to
PARRY

INLUEMCE

PLAY OM ANY PLAYER AT ANY TIME.
For every Bennie you spend, the
affected player Gains 1 Bennie.

PLAY DURING YOUR TURN. You may
secrelly ook at the Adventure Cards in
ancther Player's hand,

PLAY AT THE BEGINNING OF YOUR
TURN. You may take an exira action this
turm, even an exira attack.

PLAY AT ANY TIME. You may
immediately take up to three non-attack
actions. If played during your furn, these
are in addition to youwr normal actions,

PLAY ANY TIME DURING A COMBAT
ROUND. The Character is hindered by
unknown terrain and suffers Sto
Fighting, Shooting and Agiity.

PLAY ON ANY CHARACTER DURING
COMBAT. The affected Character gains
+2 1o Shooting during this combat.

PLAY ON AMNY CHARACTER AT ANY
TIME. Oree of the: affectad Character's
weapons of pieces of equipment,
chosen by you, cannot be used unti
their next turn,

PLAY IMMEDIATELY AFTER A PLAYER
PLAYS AMY CARD. The card just
played has no effect on play. i is

digcarded




PLAY MMEDIATEL Y AFTER YOUR
CHARACTER TAKES A WOUND. The
Character is not Wounded, but remains
at iz current status

PLAY DURING COMBAT. The
Character's Shooting weapon may not
be used during this combat. That
Character may use it again when
Combat is over,

PLAY AT THE BEGINMING OF YOUR
TURM. You may immediately shuffle your
Adventure Cards into the Adventure
Deck and draw that many Adveniure
Cards to form a new hand

PLAY IMMEDIATELY AFTER ANY
PLAYER HAS SPENT A BEMME. Place a

PLAY AT ANY TIME. Acdd 1 Bennie to
your pool.

PLAY ON ANY CHARACTER DURING
COMBAT. The affected Character gains
+2 to Fighting during this combat

PLAY ON A CHARACTER DURING
COMBAT. For every Bennbe you spend, 1
of this Character's Party joins in for the
rest of Combat! The group of Characters
add their attack dice together, Their
opponent may nrhlr:i:end against one

o

RETREAT!

PLAY DURING COMBAT. Your Character
can't attack or be attacked for the
remainder of Combat, Y'our opponent
receives 1 Bennie each time this card is
played. This card may be given to any
other Character but must be used or
discarded

PLAY ON ANY CHARACTER. The
affected Character gaing #1 die to their
Shooting for the remainder of combat.




SNFER TRAINING

GIVE TO ANY PLAYER AT ANY TIME.
While & is assigned, the character is not
affected by negative modifiers toits
Shooting Skil.

PLAY AT ANY TIMES EXCEPT DURMG
YOUR TURN, All ptayers can now refill
their Action tﬁﬂfgr%ﬂve cards in their

PLAY OM ANY CHARACTER. For the
cost of 1 Bennie, this Character can
discard an Adveniure Card of their
chosce and draw a new one

PLAY WHEM AN OPPONEMT PLAYS AN
ADVENTURE CARD. ou gain all the
benefils of the Adventure Card, and the
oppanent receives nothing

PLAY DURING COMBAT IMMEDIATELY
AFTER THE ATTACKER AMND DEFENDER
ARE ANNCUNCED, No player EXCEPT
WO may play Adventure Cards or
spend Bennies during this combat
ToLr ld-

PLAY IMMEDIATELY PRIOR TO
DRAWIMNG FOR BITAITIVE, During the
draw of Initiative, each Character who
is dealt @ 6 or higher, must go to cover

unless an Adventure Card specifies that
they can not go to cover,

PLAY ON ANY PLAYER AT ANY TIME.
Uintil the end of turn, the affecied player
misst spend 1 Bennie each time they
wish to play any Adventwe Cards,
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